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Introduction 

Did you 3fow uiJ in iHc i-ompi-iTi:,- d( ific BrotherE Gmrim. Sno\A! Whife, The R^d 
FairvBook. Flash Gordon seriflls. The Three Musketeers, rhe kmghis of the Round 
TablS) or any of Ihe Ihree versions af J"^ Thi^ q/ Bagdad? Haue you lead The 
Lord of the Hin^. The WOrm Oufobaros. The Incampteie Enchanlsr, ot CcnGn 
the Canquerc-? Have you ever vnshfld i/ou could cross swords — tueI for fun— with 
CyraJio or D'Arlagnan, or ^land bv iheir sides !ii thechull lighl of dawn, .la'iiiing :hft 
arrival of ihe CardinaJ's Guard? Ever Awndered how you'd have 6onv agdjiisi [he 
Gorgon, the l^^dra, tfielme sf Heorol Hall, or ihe butt thai walks Uke a man? 
Would you have sailed ■AnCh Sinhad ur C^iplain Blood, south'! p^ssagaon the ship of 
Ishtar, or drunk oi iht Well World's End'-' Did Aphrrjdiif make Paris an offer 
you couldn't refu«? Would you seek a red liu,:d n^aicen Iwneath ihe >ii.rilir,g 
moons of Barsoom^ or walk ihe glory road with "Dr. Balsanio," knowing n rmghi be 
a one way street? 

[f any OI all of yc»ui iinswers are "ves." vou're a pbyer o( role -playing games — or 
yoLioL^t to be. (If y^Hir answers are ail "no," you have either stepped through ihe 
Hoohlng glass by irdsfake» or Faie knows v<Ait t^stiny better chan you do.) 

Pto\<! pl.iyiriq gamc-3 fRPG^;} alb^^r' you a chance to step outside a work3 grourn 
loo prosaic lor rndi^iv Lind miinsieri, doorried cities and damsels in distress . . - 
and enter instead a unT-erse m which only qmcl^ ihy ^irenglh o[ lyouc Eword 
arm, and a strangdy carved lalLs-man aroLind yuui iitLk may be il^e only iliings 
eeparaEbng you from a pharaoh^s treasure — or the mandibles of a ^ant manHv- 

The standard ( non- compute rt role placing game is not. in its commercial 
incarnation, much more than a rulebook d sai of guidelines a person uses to 
(Ireate a world colored by myth and IcgtinJ. po^ulait^i hy brawny heroes, skilled 

n*] thievesn cunning wizards, hardy AmaTcms. and cQmcly 
yjenches. and filled wnlh cursed treasures, spell-foTged bbdes, flyiTkg catpeCs, rings 
of Flower, bathsoi^t bfasft^, dark lowers, and cities "Aat -Stood in thel^ousonitf 
JVfsJiJS and ti /VjijfiJ il not r^rt Oulbne q/ Histojy^ 

HokspJaymg garr»ae are not so much •played" afl theif are eKpment-ed Instead 
of manipulaiiiui 'Iti army of chessmen about an ab^iiraci bur ^^ble boiird. or 
following a single piece around and around a UJell -defined. Hack, collecting 1200 
evety tsne you pass Go, In RPG3 you venture into on eaacfntia^ unknown wurld 
urith a dngkg fnecre — ^four alter ego far the same, a character at home in a uorld of 
demons and darltness, dragons ar>d dwar^. You Bee tuith the eyes of yogr 
cheractei a acene daHoiffid bv tiw "auttwr" of ., the adventure— and no. more. 
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exists only ir. The iioletwoks o[ liit world's creator (commonly called a spJitut- or 
dunjonmasler) and, graduallv, in the imdS'^''^ii^ ^ fallow players. As set 
ofl in queai tome snd Eotiune In company Mth thuse oihCT p^^cr/characiers, 
you are both a character tn and a reader of an epnc you are helping to create. Vtxa 
charadet does w.'ha[ever you wr^l"! "lini to do. subieci '-o his hiimjn {i>r near-lmman} 
capabilities and ihe vaa^uies of chance. Fiahl^ or parley ; take ihe high road or 
low: Ihe chtHce Es vours- Vou mav cHrnb a mountab or go around buL i^irkce at 
the Top may b« a rocU, a roc'n «sg, or a roc, yoii can find chaltenge and conflicT 
withoul fishling with your ieWcw players, ujho are usualiy (in s^v^ral senses) in 
Ihe same b&al. 

Role-playing games can (and oEien do) become. Eoi bolhyouand your chdracl?r, 
a «ay oi life. Your character does not stop existing at The end of a game acaaoti; 
normallv, you use Ihe wmc tharacfer again and again unlil he dies far" 3 fiiia) iime 
and cannot t>e brought back lo iile by even the sorcerous means typically available. 
Tn the meanUme, he will have ^own richer on the sreasure he |you) has accumdated 
from adventure to adventure, ma^ hak/e ptirchased new and better equipment, won 
magic weaponfi to help him fight better or proEecthw devices to keep him safe. As 
he c;0'"n f-.perience from his advernures, he groups in power, strength, litit! 
^Ell — alilwugh ihe mechanics and lermiEtoIo^y o1 ihis piocess vary greoilTy Irum 

one set d rules to another. 

Ordinary role-playing games require a gxiup of reasonably ex|>erienced players, 
an irrtaginaitve arid kriowledgeabie ref^^^ duri|onmasier ^Ibng lo pui m ihe 
trwiKndous amount of time necessary to constrocf a functioning fantasy worid, 
and Ibf^ diunks of pla^ng time, ^nce the usual aame sessiGn IbsIq four to ei^l 
hours (ahfiough twenty-hour marathons arc not ur^ieard of). DUNJONQUEST 
solves those problems by offering an already created ujorld with i^niiugh detail 
aud uaiitiy lor do^mi^ ul ftduenluc^s, Thert: is only a sintjlt; -thotacter — your 
character — pitted against the denizens of the dur^on at any one ^me. WfiDe ^lere 
are greater practical lisnifs to your ac':oni llian is Lisually the case m a non- 
computer RPG, [her^ aiti !*ilII a large nyrnbidr ul opiiQn!i to chooie t^Qm 

Much of your time m the dmifon wiO be spent exploring the rooms, searching loi 
treasure, or fi^itina the hostile denizens tfiere who are reluctant both to reiinciuish 
tfieir hoards and to allow anv adventurer out of their clutches. While all n^onsters 
in rhe diinjon are basically hn$liic, ihcy come in variuu^ f^izp-s, ^hape^ and degrees 
of nasdneiS- While one creolure may 3a down fiom e angle blow, onolher meiy 
hdfa-dozen and rranain st^in^. 

Anv arliviry in ih^' dunjnn i^ pnit'n'L.jli'^ tiring, and faligiie is d nearly constant 
consideratioii. A young, healthy adi^enturer who js iighlly armed and not loaded 
down with treasure may trot through the dunjon at a good pace without tiring 
much. A heavier locid or a loaa of bloi.d CLiLisic-d by wounds would nccossurily 
reduce his pace — or force hnn lo slop p^noditdlly lo resl. If you go loo slowly, 
some of the dunjon's hungrier inhabitants are more hkely lo come across you. 

Combat^ ot course, is a frequent occurrence, and one ol the central teatiUFes of 
the DUNJONQUEST series is a. combat system designed to minor wHIi some 
degree of fidelity the nature of siJJord-aiid shield fighting Hundreds of things might 
happen in a hand-lo-fiand battle: your weapon might break, you mi^ slip jn a 
puddle of bbod or trip over a fallen body; a sfudd mfght sT^inter; you mi^t put an 
arrow risht into the eye ^ocki'l ;>( an otherwise nearly invulnerable beast. However, 
syslHns which attempt lo allow br huye niimbers of ihese possibilities are tedious 
at beat m^, \vscaa^ fl>^ aJrtio^ iwc<=s»ti^ OwsrenSstacse audi wwauijl 
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occurfflACi^ a™ atatiaticaOy as inaccuraie !iiiiip,ef s^jii.'m5- Hi^ioncal rce^t^dn.-h, 
a knowtedge of ijsuioira marlial arts, and pi"^: lie ,il id-vptriL'Tice jii ili^ ^ociei^ lor 
Cieative AnachTonism (a group of rrn>di0i.:ii enihusis^c^ uJkj gel UY^tht'T m 
tournameni^ and sfmiLir aifsLTS lo ba^h aich ofliui dbotit cneraetically with 
aurhtn[L-c iiniiaiions oi ihi? weaponry ol rJie Middle Ages) hsve a[l gone Into 
dasgmna a system which, ^Jjhile simpler than ■jiine, l'^ ifi .ifcurate as any and far 
more auEhencic than luosl, Althau^ you cannol, ni DUNJONQUESX succeed io 
choppjn^ uour own leg off (wjhich a particularly dums^^ person might In faf* 

practice, eic, are ini^k-^d ihdi dtierinLne [he outcome of any pdriicular bairlt. 
Foriuna'ely, the piocedure need n6t concern even a flrst-tinK: piay^r, since the 
computer it -doing all the u^ork 

Because it is not fatiguing and is, at leas^ umii d nionsi€?t gets within chomping 
range, the safest torm of combat, linng arrows at a beaaije from a disiance is often 
fiesirablB. Howbvst, arrows wJI only ^i* monster ia on a slraighr Hue 

verhcallv or hon7onta]]y away from you, and a good sword blow may ueiy Jikely da 
mortf damage. Tiding to pJav Kofiin H<Kia k'-IAq iMip^e.n^nt cnller vyilh claws md 
teeth ks chswing On vour itm is also dflngerjm&, bui distance shootmg celamiv 
saues wear arid t«ar on the armor- 

If you eife hil bii sinick, the armor you are wjeaflng wffl [Holeci vou horn some 
damage-- Thi^ clai^/bite-. slirgBT has to penetrate a layer of maii hi i^ei ^1 the sluH 
^at counts — your lender flesh. Yout ^.hi(=:d makes it harder for you 10 be ^lit, 
althou^ a perticularlv good stuke/chomp may glance off ihe shield onio a nxwe 
vuln«ratda area or may euoi lake a t^niF^ out of flw shield, the arntOTCd ^SVPJ^^ 

and voux (diaraete^ hodif. 

CHARACTERS AND EQUIPMENT 

As m nihi-'r riiie-plai^'ing ^.iraps. Dt^NJONQUEST t-.i- - ""■■.-diblv complex 
factors ihai make up the ^mple^r huiriaii being have been sbiiifititd inio a [^w 
basic characteristics, rated numericaEly h'om a ^6vJ of 3, Ihrough an overage of 10 or 
11. 10 P\ high of IS. The higher ihe number, ihe Qrealer' higher/ stronger is the 
attfibuie. A 90-lb. weakling might nave a Sfenc^rh ni 6 or less, while the average 
footl^aU flayer UjO^M b^\K a Sirengih of 14 01 more. 

There ar^ Uasir attribules — three physical and three men-Tal — used in 
DUNJONQUtiST [0 give a unique and disiinciiye character to a dunjoji adventurer. 

Strength, fairly obviously, is a determination n'. how ph^-sitdllv ^inin^ ^.irjr 
character h: hoiv much weight (of treasure and equipment) he c^n carry, ioi 
instance. It also controls how heavy a weapon he csrt use emd how rnuch dam^ 
one of his hEth^'S will do to whorpi?ver or whsie^er ht'b (i^jliLing. 

Canfitilution ia a measure ul hedllh And endurarkce - general physical fitness- 
The h^wt-'teaCOTSfin^fkm^ the farther a character can before coUapsmg, and 
the more wounds he can su^ain belore dying. Snce- the abfllty lo move or flghl 
Auithout beccHTung exhausted is also largely; responsibte for keeping an aduentuTer 
afive, this i^ perhaps [he single most in-i|x?y|jn7 allnb.ne 

DeMerity is a maiieT ofrtrflfc>Les, coordiTioLiun, and *iven<^i^eisitjhi, &uiiieijiit with 
hish DeKierilv ha^ an edge in uieaprins tise: he's more likely to hit what he^s 
aimm'! ,11 .l-iH i'- 'T'li-'r Ei- keeping his shield between an aitacking weapi>n. claw, or 
nt^tUjirl^ ai'U l.<3 Ucigili: ^11 Som^rK with a really bow DexCtrriCy might be so 

-dum%r be woid(i law ttouL^ bMt& a locked <bcr witttout a runrarffl ^rt.. 
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Inl^JIIaence is reasonabiy self exDlanattHV. akhriugh ]n DUN.IONQUEST if e 
Bmired to what araght be ternwd letT-Eirain imelligence. Ihe abilir-^ la reason 
logicBlly and to express oneself verballv. In manv syss^ms jnicJudnti the one on 
which DUNJONQUESTis based), ihis is conntt wjiih rhe abitity ro ujork magic, 
[n DUNJONQUtlSr ihe major functton ot inJeWjgence s lo afiecl a chaiacter's 
abslity lo bargiin wflih the ffirdweper or to parley wfth monslers. 

Inluition, ihe compfemenr o( Infelhgence , ia a mtasure of nghl-brain funclion^ 
(real and hs/porheticaU: ipaiial pefcepnon. atllins an answer itom "badequale" 
da'a, aw^ifju^^s gi ihe spiriluaJ or mystical aapecls of the unverse, ESP, aid 
luck. Someone with a high ImuiHon s more ji^el:^ to detect secret doors, trap?, 
and impieasant surprises; with sn eKceptionaJly low hlttiiion a character might be 
doiri] \ T, [i;id in npen -dcf^rwdv vvithoirl a signpcKbl. 

Eyu nit'^i^ures nitiUiil lo-ughness and willpo^Aier. A character vAih a strong 
can more easily inlkience others (the innkeeper or monsters) and is more 
likefy to (ight tierceJy despite hb "APOurids {"when the iQoing gets tough, Jhe lough 
gei cjoina," as ihe saying goes?. Someone with d weak £go will no-r do as well when 
the tide oi b^tll*' uirns against him. 

While a DUNJUMQUEST Epic Ad^nture i.;in rscromodate a oimi&iderable 
variety of chariicters and equipment (including tiiaracters brought from olhtr 
garner I. i ']e Dari-.sfuM^s o/ Kyn provides a single chdracier, alrpady equipped, for 
each ptaytr. The characteristics, and armor ol Bnan Hammerhand {your 

character for the que^) vSl be displayed on the compiLifer screen at tine be^r^ng 
of your adwenline. 




The Adventures 
of 

Brim HammerEaftd 

Tis a black day, indeed — the blacke^l ever in the annals of ihe obsciire bul 
prcud Dutby oi Hun. A band ol soiin; iwo-dcFEen ihieves aiid cuiihrooia sut- 
re^jiiiLOusJy made iheir wav throu^ thecatfltol to the tower keep which housed 
ihe duchy's ceremonial regaJla. L«d t&eMfctfiXBJS mbber baron, Rex ihe Reaver, 
thev slnick swiftly and surely fforTi MigTb'dum^Cwie the 

and Jan's oi clii' lower ilselt, (he thieves made off wich Ihe duchy's moat iWewd 
po55es5ioi>5. :he lourudatton o1 rhe ducal calendar, the daiesionea. 

As the tobbera were sneaking back throb#Y flie town to i*here their nxjunfs 
stood uraiting. an, officer of Ihe '-iniL"-i 'iiakinq his rounds, came i.:ix'n r^ie qm 
scene at the tows keep and raised .lirirm Thf thieves (led tn^liirt^ [h,^ jroLi=L'd 
9u a fd sn «n couM asoeinbte bat were ^hoiil^i pL^r^iied by a Iroop oi the Duke's 

CM'^^iii^Re;KEheRea!^ledhis tuiaaod^lOi^their.cK'scorr^Kinihe foothulb 

a-saaat^lt under ctt'.'CT cil d^lTl■^^.^ s'- 

It was late In ilit jlL-tuiuLin belurt Ciipialn Murpheiis uf ihv -LaUiiliy, lorluous^ 
fdlownig the trail, ted his men to the cavern entiancc Salioning ihem in a p\c\t«t 
^ne around this ^^.-^dn-^v openins,bs pODdQed the ^tuaOoilni^ beiOteffUtt^ 
6^ a v-i?iun[tcr Lm cju iii^ide 

If the rumor was mje. .ind ihpre was a sei^r^l twit, dttisi'^f di luin wciuld hav* 
to be taken before sunset, and it vjas ^eady hard v.vp(\ du^ in the hills. Vcntunns 
M masse into a certain ambush was Htfe WKrftan siiidde-. TTieir fxun no^ 
urQuld cflfTii^elv m.i«'-L ihi^ rndiipc' aciions, ;snd rnrchlighf wniifd make ihpni easy 
targets. Gocng in darfint^ wa^ Jitill Miorsen theiyd stumble about and couni 
ihfirTBelvea lucky not to be killed by th^ own cornradeSr 

No, the answer to stealth was stealth. Turn the robbers' own tiicks against therft. 
One brave, sly {and, of courses junior) olticer mi^i Succeed w-^ieie evert a smeJl 
number iil in^iipciT, niigh! tioi 

you, Briaii rtammerhand, mercenary at laige, presently least senior oflicer oi the 
cavalry troo]^ an^S»m«r^^^«f!^s1^, We^^ 

^Cing this hazardous but ^orii'Uf; Tiission Will you emerge vicfOrioijasSw^''f -h*' 
SEU-red stories and the head ol Rex the Reaver, oj will ^ou ineet Lgrunrrii^StHfi defeat, 

iserced through by a cold tito* thrust &^ **HdOT^ The ton^ 
dud^ in handSr 
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How to Play 

It's cflsv 1o learn to p^y DUNJONQUEST. Since the rules oJ ihe game are 
Mlua^y prt>gTsrnmcd into the computer'^ lYwrnoiv. tTiere very "flic you riccd to 
ktuiw to plav [he gamt Thfre are, howeuer, a fciu basic things voii aiiould 
faindi^ with lo m^ke the best deci^ona duiing plciy. so lead the foUowiiig para- 
^a^^ careltitlv. 

SCORING 

The tto limit for your que^t is twenty n^utet. Pl:rints^u^bea^v<l^dedb^eadl 

TTdnute you rwTk^ aRre ineide the caverns the "dungeon"). There is an 

addlHcma] bimi9 for being outdde the caueme at the e>L|^tion of ^ time limt, 
so be wcity Lif risking voui ife iusl for staiflVQ in, or returning, fqt an adi^flonal 

Tninule or Iwo- 

The largest part of your score wiQ f^bably c^Hne trom reco^iin^ some of the 
H:iii^'v;'^'>- H(nA*euer, v:i-[nrv po^iii? (or the stones witl be auuarded only upon 
ihi-ir rL'cnuval from the caverns. Hilis, datestor^es in yo<jr possession uj-hen time 
CKpires — if you sre atitt within the caven»— hi]ll not be counted. You aie aUowed 
to shuille stones out and then, if you ha.uie time, return to the ca'Jes for more. 
Victory points fur stones removed from ttie caverns will be aujarded euen if 
are later ki][ed. 

You wJI also 3^1 pomf^ [or claying opponenTi— but only if ^'ou survive. White 
thiSe. points vM uary ^cording la the nztur^ of the opfHt^^iiinn. retuming on^ 
dateston? is uJorEh f^r moie vicloiy points ihan killing a single robber, so you must 
TBnember voui priorilies. Orly Rex ihe Reaver 15 a more Vftluable -Amw a 

dotefltone— if you can find and kill him. 

A^cal score ford first time player e500'10W points, Ai^thing over ^UOO points 
ffi ^SOs good, whiEe the winners of the fotimanvnt held at ^ 1979 PACfFlCON 
raanaged just over 3000 points^ 

BEGINNING 

Enterins and Exiting the Dungeon 

When you begin play^ you will be just inside Ihe cai-^m entrance. From that 
point, you are free to cjqabre as you^vish, Whenevir v<>u want to leave the caues, 
return to that first room and enit to Ihe feft. After lea^fina any dateslones in your 
possessif^ safely behind (which is done automaticady), you may choose Lo< re-enter 
the caveme at the Eaitu point you bosatr yo\it »iveniure^ 
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The Display 

l"he cojjipiaLtT l>orh drdws a mep of a porlion ot (he ca^rn and displays your 
Status, mckidjng your i^iysical cciidfijT]. the number <rf dateslmes yoti have 
recovered, and rhe lime Elapsed since you enlered the dungeon. Pari o-f tlw di^iLay 

re^rvtd for reporring mesaases lhal are of Lrnm^iaCi^ Lmport^nce to you {see 
Figure i). There are a number Oi possible messages, and more than one otflheae 
mav ai^ar al the same time. These .rP^fi$9eB are seU-expbnalorv dunng pti^, but 
a few ste inct^jded In Figure 1 as EBvii^^m(]^, The circled nuinbers bi ihe f^ure 




COMMANDS 

AJtogeihtr ihtre are 14 commands, available lo you ioi niarLeuvering your 
character throu^ ihe dungeon. These commands are liscussed under three major 
headings: movement, special, and attiick cominands. Tables 1 through 3 
suTnTnariie these cominands and iheii meanings, arkd each is described in the 
(oElowing paragraphs. Note that none of the commajids in Tables 1 thrciush 3 
Bhouid be followed ^'V •• r-Murn Tvpe c^nly the appropnaie key. 

F^ur? I I O WOUNDS 100% 

Sample Displav I II® FATIGUE: 100% 

© WEIGHT: 54 LBS 

® MONSTER SLAINI 

^' SHIELD HIT! 

ARHOWS. 20 
^ fHAGlC AK: 2 
©STONES: 12 

KEY DESCRIPnON ■ ■ ® TIME: 18 

0 a»u» ftai. at the monTwii, vo^ aw "Qf W(*indfld Sm WOUNClS- 

® Shows that you haue al of your sndurance a^'feibfe FATTGUE 

@ aipws how rrtuch wright (of weapons and armcff) you tte c?inyiiTg. 

® linra 0 and 0 only a^^ar when appropriate. Line 0 shows thaT you killed 
the bst monster you fcwjghl with. Othei messages here might tell you what 
sort of monster you face or how many datestones you jnsi picked up. 

® Th*w two rnGSsagea show how you iated during the lasl round oJ combat. 
The tirG.1 ]ine sho^vs that you hil ihe monster, ujhi]e [lie- iici^tind tiho-jja that he 
hit youi ^hi?Jd Asdin ihe ^KCiRc messages uaiv wilh che siluatLor. Unle&s 
yooj are hi combat, ttwre wifl be no jnesBJage here. 

® Shows how many ncrtnal and ma^ arrows you h^ve left (see Attaddng 
wish Bow J. 

if) Shews the Lored number oE daiestotips you ha^ recovered, inclutliin 
any you may have dic^ptfd off outsidv th« cavtfs ior aafekeeping. 

d) Shows that you are in the 18th minute of your &duflHtuTe, Efcrncmber, 
vou ot% hab« 3:^ rFiiniiies! 




What You Enter MeLinmn 

#0 lo 9 Mo^ ionuavd 0 to 9 teel 

R lutn Tighl 

L Turn left 

V Turn around (volie-lace) 



Table 2. Special Commands 

What You Enter l^esrAns 

E EsranorE waJI ior secret door 

5 Search for trajti. 

G Grab treasure 

! Spi^rik lyilh monaler 

Y Drink h^aiing poticot 

Table 3. Attar^ Commands 

Whfll You Enter Meanina 

A Nonnal allack 

T Thrust 

P Pariy 

F Rre a normal arrow 

M FttB a na&c anow 



Movement 

Ther* arc ioiir commands ihai allow you lo mo'je liom one spol lo anoiher 
(see Table 11, Duiing a tum yoa tnoy move up lo nine fftr Mo<-Gng f6fward i^v^s 
talies rjTiL^ f'jH iiini, regaTcOess of hry.'.- lo' yon ino^ri?. Thu- disiance jusr indicates 

th-e iniju iiiuv*- tir. Yiju nwy ai^' uin Lu ilm n^hl ui lefl, Ji li-ii" ciruiirid. 

Since turning does not take ai^/ ^me, VOJ Eramb^ H. with your torward 

mcpvenwnl f6r one turn- 
To TTXPW out of the space you are in, you must tnouc lonuard Therefore, fcjf 

e^aiiip^t. :li iciki' iiad sff ps LidLk-ujard, you musi (irsi iiirii .Jiuund, ihefi move two 

feei forward. On the nexi lum you may tum aboul agaan. 
Note thai ta move, you muii enier a whi^e nunnber from 0 lo 9. Yom cannot 

use fractions or decinvsls Do not enter a in front of the numbs aid do not 

lype 09. Type only iln? number ilself: 9. 

[| 1= al&i) imporEanl lo rFmpmher ihm (aJlliough ihe ai:ruai ^»eed vanes) 

ntuvins at majtimum speed makes ^rou "red (see FATIGUE). You should not 

need to nm for rrVH'e than a few turns at a time since a monster i^ill r^vet idXtow 

VOu out of a ttxnn. {Of course^ if tiure^ n raonstet in the riext rcom , . 0 



Specif Commands 

The fivL' sptcial ■.■ommaridB in The [Jateslones oi HKjn fnim beaLtasvoiic- 
wll lo atlempiing lo [Jk lo d moiisier. Each of [hew ccirin-i^iiid5 is summarized in 
Table 2 and de^nbraJ in the loltefwifia poreigrTipha. 

Secref Doors Nii diingpon would bp romplGEt vjirhtml i'= =l'Ciri^ c.f =prrer pas- 
METts, ii] id iL IS [uiijoied i\i<xl llit trT-^-jns ui wJ in.ll iht lobbtlr. ii.3Vb' LdKi:i[ itluat an: 
TV>! a^rireJy free ol them. Since ihey iire hidden from view^ you must search for 
them using the E command fece Table 2}. Vau musi he facing ihe wall vou ujanl to 
Bxamine, but you do rioi have lo be near The wall- For examf^, you could 
^^ipmatLL-nllv '^p^sch for '^P'nci doctrp by tijming ta t^f^ ^cti waU in tum u^iile 
Standing in the middle oi a loom. 

Whenever you search far and find a secret door, the message: 

A SECRET DOOR! 

flashes on ihti^iTf^ n .and an opening appears in the wsL Ytwl may ttwnso thrgi^ 
this opening as you ijjould enter any other Toom. 

There ifl a chance thux you will miss a secret door, so you ma;? wani lo doutJe 
check iuit lo be s^are. Don't be loo surprised, either, il you fmd Ihal after gotng 
Ihrough a secret door ycu haue trouble finding ir dgain. Perhaps a passing nwnster 
has comfr by dnd Llu^ed i[. 

Traps. In DUNJONQUEST a trap may come in any one oi a number ol lorms 
ranging from darts that spring out trom a treasure chest to a pit in the tToor ol a 
room. In The Datesforws of Kyn. Ihey connnon'y represent robbers ]yir>g in 
mnbufih. Traps can be anywhere in a room, bui a room does not have to be 
trapped. You can search for a trap using the S ctHnmand described in Tabte 2. As 
■at' , rin doiiri., ir poyilble to miss a Irsp, btil, again. v^>'i ^^"^ iP-ifi-K n!l von 
v^dir. y^'hen you ^^iatrh for and find d rrdp, its location becomes obvio-iis. jnd you 
can usuallv auoid it bv going around it or leaping over i[. F(ire>^mplt. if yuu knw^' d 
trap is three feel directly in front of you, you can avtwd it by moving six or more feet 
forward. 

Findiiig Treasure. Datestones appear as tiny rectangles on ihf surtt'n To find 
out how many stones aie in a particular room, you must first move lo within otk 
foot and grab them. (Before dc«ns bo, it msvy be wise to search for traps.) TY^ is 
done i.iv I'.Tii-'i :he letter G- The computer will ihi?r r^ve^l ihe number of stones 
and add tliem lo your running total. An^j other tttdti.ru - including magic weapons 
th^ iraghl aid you in your mission — witlbereveaW [o you at Ihe same time, (if any 
Sucb-iveapon is pre&eni, ii mHI! aulcmatically repldoe she correaporiding, ordiriB'^ 
itan already in your possession; no further command is required,) 

Speaking with Monsters. Speaking with monsrerb (includUig robb«s) Is 
another abibfy you have as a traveDer in the dunaeon. The command (see Table 2 
again) gives you a charace to avoid fighting wilh a monater. [f lh« monsler is in a 
good mood ^hen you speak toil, it will allow you to "PASS BY" m peac-e. How^vtr 
if you then atrack it or disturb its. treaeute, the monster unil pursue yovr Bi.ti be- 
ware! S^ne iixjnsters hale ail advenlurersl 

Potkuu. The elijLjr m your pOHCssion can heal (some of) your nvounds. To diirhk 
it, type the letter Y, Yoo may dsink it at any tirrte, even donng combat, although 
you could not. of coatm, stnka at a monBtBr at the uene lime, Y<3ix ccvi rest while 

you are^leayrts VOUJseK 
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Attack Commands 

"Jln^it dit iivk! Evpi?!i ol dEidcki itj thwbt ifoiTi during a yiven Itim, inmndl 

attack, thru^, P^"V' ^"^ ^ nomul arrow, and fire a mdgic arrow {^e T&bk 3). As 

alt^flVS, r.oiie ol rhi?=e rnn-im,-md^ -,h(fuld be iollowcd with a tiirrKigc return. 

AltackiTLs with Sivord. To aiiack ^vith swor-d, i^ou do not hiivy lo bo lacing the 
monaler, bul you do have (o be close. If you tiy to atlnck vAxn you me not MFithln 
ranaSf the DUNJONMASTZR uiU diapl^ the ne^age^ 

TCXiRffi TQ HIT 

and you wiU instead lesT wtak the monster charges you. 

A nornial attack is a ^ttnp\e sumig of Llie sword, whereas a thrust is an aJi cut 
attack. A Ihmsr increases S'our chances to hit and damage the monstei, but it also 
makfs \: Gcisitr for the monsler to hil V"" ^ rlirus: also costs subslflntii!^ "lofein 
Jatigue- Vot a normal attack, type the Jeltei A; tor a ihrusr, type T- 

A parry helps shield you against frw monster's attack wHle cmserving blisue, 
but ir m^wsft nwre dtfttuh for ^ toblj ihe tl^ons'er. Apanv[fi.eKe<^«di^li:^ 
the P command- 

Attocldng with Bow. Wheni attacking with a bow> you nnust be fadng the 
TTKmater (and the furiht^ iway ihe belter, since he carmof hurt you unless he is 
wltiiin the meLee distance)- It you icy Co [me an arrow while the monster is wklhln 
striking tarige of you, it becomes rruch «as>^ ktr the monst^ ta hit 9^ 
cannot Eend off his attackl. 

Both normal and luacac arrows are goodbng u'iig^ ■.utapona; however, atnagic 
arrow s rntkry liktly In! its large) and li dufes iinnf ddiiia^if 

Rrins either type of arrow generally allows you to regain spent fatigue. 

To fire a normal «fcOw, type the Ictler F To fire rx magic bttqw (aaaurBiins yOu 

hove one left), ts/pe th« tetter M, 

FATIGUE 

Expending Fatigue 

Your fatigue rating simply determir^es how much euergy you have at any given 
t9^, Exceptiof^ exert^n results in spent fatigue. Waltdr^ normally and firing 
arrows generally altow you to regain fatigue Aciiviiies such asnjni^n9,fiE0lCin3.Arid 
cartyiig heavy loads dll cost ^.aiying amc»unts ot energy. 

The arnount of energy you esp^iiid iiK any activity is also affected by the wDumfc 
you have taken. The mora wouxided you are, the more it coats ycxj in fatigue to 
peiloirn an acli^fyr 

If yo-a lisi? up more fatigue than you have tif a nt'.3.i:K'f nymbsT is displayed for 
FATIGUE), yuu i>tll on the Ooo^ and pani. Vou lvlII not be alLou^d lo attack or 
move until you have recovered (that iSt untS a positive number is displayed). 

The DUNJONMASTER keepg riacl- nl and display* tfSr i»u tho amount- ot 
energy you have left. Therelor^, ir" ihe display reads; 

FATH3UE: TO* 
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Regaining Spent Fatigue 

While you tannat nccumjlste more energy ihan yoj ^lariyd wiih, ycujcan fe^ain 
pre-i-'iu Lib.lv speni etiergv' ii^ ^ ^.atiel!,' of vvays. The faslesi way is lo stop your 
mi^^ tmenr jliu^tiJntr, bsit nijy bt djn^rou:. ^'■ i.i ^.lul .ilsu rtryairi II while firing 
an aiTow cff amply walking more skiwSvr EKecuimg dny yf iht spH:ial commands 
aUo aBcTuis ycHj la gam back fariguQr Each time )A>u tcsL hmw^, you W>b b 
chance i:^ meeting a wandesiFis lannster (ase MGNSTERS). 

WOUNDS 

Any Xvne a monsier attacks you, Ihae is a chance that it vM penetrate your 
arrnDT and iwourid ijou. The compulET kfleps Irack erf and Hltplayi hnui mucJi 
daniage you haue laker on ;i ^itrceiUiige basis. The number displayed nest lo 
WOUNDS is aKvciys ihe peii^enia^ [hat you have left. For example, il the 

WOUNDS; 90% 

you are stiJi rcbiiuely healthy, because only itjis. of you has been wounded, 
Yo«j may heal yourself at any lime by dTinWrigyour dbiir (see Rations). You cam 

curHiiiue It? luncliL-Li nuriiitilly umiL y<ju rcaih 0".. c?[ l(?3b fpx-cppi ihal yuur (tHiyu-e 
expendjture mcreasei^ Ai lhai point you ace d^d, and your ^niurt mio ihe 
caverns a over. 

MONSTEBS 

DUNJONQUEST mansEer? ^aiy from ont' nmm. dungeon Itivcl, or i^inti [o 
another ^nce the treasure you are seeking, in Ihia game {the dat»tones) lies in 
the hands of a band of rob-h^rst ^ hardly aurprlsing that the mosi comrnon 
''monster'' yotJ i^nlt enro'.jnier in The Date^tones oi Ryn is one of the ciiilhroais 
hiding out in Ehe Th«?y i-ukU [ypurally be Found alone or in small groups, 

jealously guarding iheJr share of the stoten gems. 

While some monslers are more-or-less Mxed in place, others, generated raiKiomty 
by ihe compulet, may appear anywhete at any time. These "wandering monsters" 
run Ihp gamial from the commonplaiTf [wolves, say) ro The extraordinary (youll 
find Dull). While the ejects of some are as su-btle as they ars deadly, -dl arc 
definitely hazardous to your heahhl A few n-iaijbe difficult orhnpossible to vanqui^ 
^ ordiniir^' nieans; sometimes it's best to run sway unfil you can irfan :iri ertecllwe 
course ol action. A monster won't follow you out of a room, but, unle^^ you tdtlit, 
it uM siM be waiting Jbr you when you go bwk,- 
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The Dunjonquest Series 

Tftste ate iwu general ao-ris of faniasy adventure games ir Ihe DUNJONQUEST 
series irom Aiilonialed 5iinulalions. Although thfy ^hare elemenrs o£ syslem, 
pio^cam, and n-w^chjinici^, they ste quiie -dilfer^^nt in ^tm, size, and ^copk?. 

Although far more soi^istkated and detailed than other products on the marhet, 
a gamt like' Th-p Datp^ti?ne« oi Ryo is only a Iraction oi rhe si^y ol a full 
DUNJONQUEST [id'-cnture. Because ii does nol offflr quite so man^' options and 
variables, it is a particul»Jy easy way to learn the DUNJONQUEST ^vai-em 
Because the actkm b packed into a comparaiiuely smaJl space ^20-30 rooms), ihe 
fas1-pac«i QxciWment is perfflcf for introducing a fritnd to the iMoHd of computer 
aaming Finally, since there is a specific goal in each oi these smallet DUNJON- 
QUEST5 {e.Qr, recovering Ihe daiesiones, ot slaying a mad ^zard) and a definite 
tiintf Hirit, the compfititk« sconrig aystem buih into th* program provides an ideal 
hjsis for d tnumsTnen-t- you Tur. (ompare your own results on successive playings 
rir K'sr •jnui pru^'^ss agaicibl ih^l of ^our Jriends. 

The challenge of the quesr ujill ha^^e yon plav'"^ ^ rjamp liki-^ Thp Datestones 
ol Rvn again and again, but it's only a tasle of the action awailins you m a luU-scaLe 
DUNJONQUEST adventure. 

A liair dtinion i^dueniiirp likp The Tempip of ApsHat offers 'i^ much viaTiely cind 
flexibitity as can be packed mlo a microcompuCLT format. Four levels of weU over 
SDO'rooms and passages alioui days — even week^ — of aolid playing time. You can 
play for hve minutes — or five hours — at a time k-uithout exploring more than a small 
portion of the dungeon or making mdre than a dent in the possibilities provided by 
iht dri.'f'n^ nl ninisHTs, ir^ipt;. and i;i''-^ i.i When yuu fitiV't esthauste^' The 
Temple, The LoLver Reaches of Apshai ate waiting for yo-u. 

Adafonolly, B separate program (the INNKEEreRj rflows y&n to bring bade a 
favorite charLH-itr fL-^'en une frum ^inuiher yiir^ii^k or hi-.ie rhe com|iui*^i "rod you 
up" a new one. I hen vou can hag^e i^rh a lighr-fisled innkeeper Jor as muth in rhe 
u-iay of anro and e^pdipiTunt as ^ cans in your purse and yow bai^arina 
^iU aHow. 

Once inside Ihe dungeon, the DUNJONMASTER program brings vou a wealth 
oi new and fanEashr pxp^riences' listen at doors or hw-ak them down; fend your 
ujounda or hack your (ueSi follow secfei lunntla ui yti Ld,ughl in a cave-in^ search 
for treasure-, or drop \;oiJr valuables and run for vour life; be eaten by a Timnstffior 
br<^i:T^hf hack from the dead bi/ d frifodly prie^l Trap duors and poisoried darts, 
LujfiijbEing mon&lera and switt Hyms 'iniil^h f^nchdnled ormur and omuLets of 
wondrous power: ^i^tM ^ tHflre in DUNJONC^JEST eofc advonturesl 



